Bard Options (College of Music 2.0 and 


College of Truth) 


So, based on some feedback, | took a hatched to my previous build, and did some editing for 


balance. In addition, | have another addition for Bard to try out. 


College of Music 


All bards know a little music, can spin a tune, or entertain a crowd. But only a few of the few truly 
master the harmony and flow of music that it become a force in it’s own right. Bards that follow 
he College of Music don’t see playing music as an art, it is like breathing, and a means for their 
Will to be made solid in the ears and minds of others. So strong are their connections to music, 
hat the tethered to the weave itself, able to shape the aura of magic around them. Those that 
follow the college of music see little difference between song and spell, and eventually gain 


mastery over both. 


Bonus Proficiencies 


When you join the College of Music at 3rd level, you gain proficiency in the performance skill. In 
addition, you may select 1 cantrip from any class spell list. You learn this cantrip, and is 


considered a bard spell for you. 


Harmonic Verse 


Also at 3rd level, you can influence the effect of magic on your allies. A creature that has a Bardic 
Inspiration die from you can roll that die and add the number rolled to spell’s damage roll it just 
made. Alternatively, whenever the creature receives healing from a spell, they may roll the Bardic 


Inspiration die and add that number to the amount of hit points recovered. 


Spellsong 


When you reach 6th level, you can shape the aura of magic in your immediate area to prevent the 


fluctuations of magical spells from being broken. When you use your countercharm feature, you 


and any friendly creature have advantage on concentration checks while they are under the effect 


lof the countercharm. 


Edit. Changed to advantage 


Magical Inspiration 


At 14th level, every spell you cast lingers around you and your allies. Whenever you cast a bard 
spell of 1st level or higher, you regain a bardic inspiration die. You cannot have more bardic 


inspiration die than 1 + Charisma modifier (minimum one) 


Edit. As a bonus action, you may sacrifice a spellslot of 2nd level or higher. If you do, you may 
choose a number of friendly creatures that can see and hear you, including (including yourself) 


equal to half the spell level spent. Each target gains a bardic inspiration die. 


College of Truth 


Bards of the college truth are hunters of a special prey, that of knowledge. While many bards 
wander lands in search of stories and obtain secrets, those that follow the College of truth have 
lan obsession with separating the lies from true events. Many of these birds often have a 
particular event or piece of history that they seek to explore, or even obsess over, and can often 


imes be found in libraries or archives. In their search for hidden facts, college members often 


are able to piece together events and ideas of subjects in a way few could imagine. Their 


discerning minds allow them to see things as they really are, and their words can make the 


unknown known, and the known made real. 


Bonus Proficiencies 


Gain proficiency in three languages of your choice. In addition, choose one of the following skills: 


Persuasion, Intimidation, Insight, or Investigation. You gain proficiency with that skill. 


Final Proclamation 


Whenever a creature that has a Bardic Inspiration die from you rolls a 1 or a 2 on that die to 
improve an attack roll, an ability check, or a saving throw, they may reroll the die. They must keep 


he new result, even if itis a1 or 2. 


Words of Power 


You may add your Charisma modifier to the damage of any bard cantrip you cast. In addition, 


your bard spells no longer require somatic components. 


Edit. Whenever you deal thunder or psychic damage with a bard spell, you deal additional 
damage equal to your charisma modifier. In addition, your bard spells no longer require somatic 


components. 


True Name 


At 14th level, as an action, you may force a creature within 60 ft of you that can hear you to make 


la wisdom saving throw against your spell save dc. If they fail, they are either charmed or 


frightened by you (your choice) for 1 minute or until you lose concentration (as if concentrating 


on a spell). In addition, while affected by this power, the target has disadvantage on saving 


hrows against any bard enchantment spell you cast. 


Edit. Add- you must complete short or long rest to regain use of this power. 


